
] o ok for this seal on all software and accessories 
for your Nintendo Entertainment System., It repre- 
sents Nintendo's crmmitment to bringing you only 
the highest quality products * Items not carrying 
this seal have not been approved hy 
Nintendo , and are not guaranteed 
to meet our standards of 
excellence in workmanship , 
reliability and most of all, 
entertainment value ♦ 


i WS StAt ii 
V0HR Mi'SU'UAiret THAT 


Thank you for selecting the Nintendo" Entertainment System" Super 
Mario Bros™ Pak, 


OBJECT OF THE GAME/GAME DESCRIPTION 

One day thy kingdom of thy peaceful mushroom people was invaded hy the 
Koopa, a tribe of turtles famous for their black magic, The quiet, peace-loving 
Mushroom P&ople ware turned into mere stones, bricks and even field horse- 
hair plants, and the Mushroom Kingdom fell into ruin. 

The only one who can undo the magic spell on the Mushroom People and 
return them to their normal selves is the Princess Toadstool, the daughter of 
the Mushroom King. Unfortunately, she is presently in the hands of the great 
Koopa turtle king, 

Mario, the hero of the story (maybe! hears about the Mushroom People's 
plight and sets out on a quest to free the Mushroom Princess from the evil 
Koopa and restore the fallen kingdom of the Mushroom People, 

You are Mario? It's up to you to save the Mushroom People from the black 
magic of the Koopa! 


Please read this instruction booklet to ensure proper handling of your new game, 
and then save the booklet for future reference, 
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1 PRECAUTIONS 

1) This is a high precision game. It should not be stored in places that are very 
hot or cold. Never hit or drop it. Do not take it apart. 

2) Avoid touching the connectors, do not get them wet or dirty. Doing so may 
damage the game. 

3) Do not dean with benzene r paint thinner, alcohol or other such gnlvents- 
FJnle: In me interest of product improvement, Winiendo Entertainment System specifications 

end design are subject to change vvithout prior notice. 

This game has been programmed to ts%e advantage of pie full sci^tm 

some Older modal T.V.s have rau-vli'd sen suns j?ru rrvay block ou: a portion of the 

image. 

2 NAMES OF CONTROLLER PARTS 
AND OPERATING INSTRUCTIONS 

Controller 1/ControElef 2 ^Controller 1 - for 1 player ggme 

* Controller 2 - for second player in 2 player game 

? ? ? 

Walk to the right. 
(Push button E at the 
same time to run. ) 

J B A Crouch, 

(Super Pvlaiio only.) 
Walk to the left. 

[Push button B at the 
same time to run,) 


cJControE pad 
moves Mario (Luigi): 

-y 1 Control Pad 


-ft button 


A button 


-STAFIT button 
-SELECT button 
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A button 


Jump...,. Mario (Luigi) jumps higher if you hold the button down longer. 

& 

Swim When you r re in the water, each press of this button makes you bob 

up. 

* Don't get too lazy about swimming or you II get pulled under by 
the whirlpool at the bottom of the screen. 

B button 

Accelerate... Press this button to speed up, then jump and you can go all the 
Si higher. 

Fireballs After you pick up the fire flower, you can use this button to throw 

fireballs. 


SELECT button 



Use this button to move the mushroom mark to the 
game you wish to play, 


START button 

Press thts button to begin. 

Pause; 

If you wish to interrupt play in the middle of a game, press the START button. 
The pause tone will sound, end the game will stop. Press the START button again 
when you wish to continue playing. Tile game will continue from where you left 
off. 

* The TOP SCORE will disappear ii the reset switch is pressed or the power switch 
is turned off. 


3. HOW TO PLAY 

A$ this game proceeds the screen gradually advances 
to the right. The Mushroom Kingdom is made up of 
a number of workls, arid each world is divided into 4 
areas. The fourth area of each world ends in a big 
castle. The Princess, as well as her mushroom re- 
tainers, are besng heid in one of the castles by the 
turtle tribe. In order to rescue the Princess, Mario has 
to make at to the castle at the end of each world with- 
in the given time. Along the way arc mountains, pits, 
sea, turtle soldiers, and a host of traps and riddles. Whether or not you can make 
it to the last castle and free the Princess depends on you, You're going to need 
Sharp wits and lightning milages To complete this quest ! 




Starting position and time progress 

• At the beginning of the round, play starts from the beginning of die area; how- 
ever, once Mario gets about halfway through an area, he doesn't have to go all 
the way back to tiie beginning after getting done in by one of the bad guys. 
*When you get to the last castle, you start the game over from the castle en- 
trance. 

• When play starts, the clock in the upper right of the screen starts ticking away. 
Any time left on the clock when you get to the end of each area is added to 
your score as bonus points. 

* There is no remaining time bonus when you gat to the very last castle. 


Irtish Area 



* At the end of each area there 
is a small castle, bul before 
you get to the castle you have 
to go up a big staircase and 
jump onto a flagpole. The 
higher you jump onto the 
flagpole, the higher the bonus 
you receive. 



H 


Pointers 



Jumping Mario and Super Mario both jump the 

same height. 

• The height Mario jumps depends on how long you 
hold the A button down. 

• You can use the control pad to make Mario 
hook to the left or right even in mid-airi 

• Pushing the B button makes Mario speed up, and 
when Mario i 5 speeded up he can jump higher. 


Bonus Prizes 

• If Mario picks up 1 up mushroom, he gets an extra life, 

• If Mario picks up 100 coins, he gets an extra life, 

• In addition, there are other ways to get an extra Mario. 



Mario, Super Mario, Invincible Mario, etc. 



Merie/s Friends 

If you come across mushrooms who have been turned 
imc bricks or made invisible, they reward you by 
giving you a power boost, With each boost Mario 
changes into a different, more powerful Mario, as 
shown beiow. 








St&rman 


Invincible Mario 


Mario 


Magic 

Mushroom 


Fire Flower 

► % *■ 


I return to uvular Maria when bumped into by a bad guy I 
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•When Super Mario or Fiery Mario are bumped into bv a bad guy, they don't die 
but simply return to thetr old regular-Mario selves. 
x For a short whi e after turning back into bis regular-Mario self, Mario flickers. 
During this time, he can not be killed by bad guys (he's invincible). 

How to top pit? the Turtle T ribe 

• Bad guys on top of the bricks can be taken care of by punching from below. 
Bad guys On the ground can be done in by jumping or top of them. If you 
bump into an enemy from the side or from below, you die. 


When in the water, no matter what, direction you hit the bad guys from you 
die. 



♦ If you stomp on a Koopa Troopa, ha becomes and stays motionless for a 
while. During that time, you can kick him and send him flying to knock down 
other enemies. 


• When Mario has fireballs, use the B button to throw them and fry the enemy, 

• Some bad guys can't be killed. Look out for these immortal creeps) 

• Thy points you get depend on how you kill the enemy. Try a few different 
methods to see which gives you the most points. 


Beware? The following ara deadly : 

♦ Bumping into m am bars of the Turtle Tribe and other baddies. Walking into 
flames, 

• When you bump into a you had once kicked. 

•However, Super Mario turns into regular Mario and the game continues at that 
spot. 

• When you fall into a pit or get sucked down a drain, 

* Time runs out. 




Koopa T roopa 

A mush room- who betrayed the Mushroom 


Soldier <if this Turtle Empire, his orders 

Kingdom, 


are to find and destroy Mario. Jump on 

One stomp and he dies -jpp p-pg 


him and he STOP* moving for a while. 



TOO PTS. 


Koo-pa T roo-pa 
(red) 



This Turtle is chicken I Very timid, he 
Sets scared easily and runs bac* and forth 
a lot, Jump on him and he stop;- moving 
fer a while., . . ..... .-mo PTS. 



Kuopa Paratroops 
Cgra&n) 


A bit cut of control, he wings around aim 
! ?: i y and comei at you all of * suditen, 
Stomp on hi ro and he ! oses his wings. . . . 
- ■ . - -400 PTS. 



This turtle i$ under Whir* I, but tikes to 
take it easy. 5~cmp cn him and he loses 
his wings 4QU PTS 


BuZZy Beetle 



Quits the toughy, fireballs don't even faze 
him tOD PT£. 




Tha-SE wily twin-brat he ' turtles come at 
you throwing hainmeri. 1000 PTS, 


Lakitu's pet, but a wild fighter. You can't 

kill him by jumping on mp of him 

200 PTS. 


The Hammer 
Brothers 


Sprny 


Lskilu 


The mysterious turtle who controls the 
clouds. Ha chases after Mario and drops 
Spiny's eggs on top of him, . . .2tX> PTS. 



Man-eating pi arts Thai live :o the flower- 
pots. They show their faces quickly End 
without warning, so watch obti You can't 
kill them fey jumping on top of them 
200 PTS. 
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Bullet Bill 



Chases after Meric slowly but steadily. 
Vou can k=!l him by jumping onto him 
from a hove 200 PTS 


Blp-ober 



Chases stubbornly after Mario; a guy to 
lyijk out f*x. Vuu asr't kill him by jump 
i ng oit top of h i m 200 PTS . 
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Podoboo 


Mushroom ^ 1 ■ kT 
retainers J 

Protector of the great sor- 


Sttven M us h re oms who 

carer Koopa knag, hi- cbmas 


originally wihiwd in the 

■flying out of the lake of 


court o f Princess Toadstool. 

fire inside the KM pa king's 


but #re new under thu spu ;; 

castle. 


of the evil Kao pa king. 


Princess W 9 

T oaH stool Jr 

• 


Jumping H 

board t y 

Princess of the Mushroom 
Kingdom, she : : s the only 
one who can break live 
spell of the evil Hoops 
king. 


If Mario jump; onto il, it BOSS 
up and down. PinTiiiVy the A 
button wilsem rhr- jumping 
Uoai-d is all the way up makes 
Mann jump qupfrhigh 


Bowser, 

King of tbe Koopa 



The EOroftrer king holding 
Princess Toadstool captive- 
In Lhi? Ias" casUe, He comes 
at you spitting fire. There 
are several ways to kill 
him. but you only get 
points if you ust fireballs, 
??? PTS. 
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Bulldozer attack 

• Kick one of the ^ end then run 
right behind it (use the E button} 
and your path wifi be cleared for you 
as your enemies are sent flying, 

' Just look out for ricochets. If the 

runs into a f-J , your attack 
will backfire and you'd better move 
fast to keep from getting swept off 
yourself. 

• i f you want to get a lot of points, be sure not to leave any enemies alive behind 
you, since the more enemies you kill the more new ones appear, Especially, 
when using the r ' bulldozer attack," make sure all the enemies on the screen arc 
wiped out before continuing to the right, 

• Because the screen moves from Salt to right, there are enemies off the edge of 
the screen that can't be seen. You can't kill enemies you can't see by sending 
a off the screen after them. Why not? Maybe they jump over the enemy 
when Mario isn't looking , . , ! 

Strangely enough, however, if a kicked ri> bumps into a £-| off the screen, 
it comes ricocheting heck at Mario, if you hear the sound of a ricochet, jump 
right away so you'll be ready when it comes flying back onto the screen, 

• When a ■*> comes ricocheting back at you, it's possible (fora real pro, that is) 
to stomp on the turtie one more time and stop it. 

• There are plenty of other tricks - see if you can discover them on your own, 



Chain-reaction techniques 

* Use the old '"Domino Effect"' (ask 
your parents) to wipe out a bunch of 
bad guys one after the other to get 
hitfh points, 

* Each coin you grab is worth 200 
points. If you collect lOG coins, be- 
sides the points tor the coins you 
also g&t an extra Mario. Without a 
doubt, a lot of coins are tucked away 
somewhere , . . (why do ya' suppose 
this is under "Chain-reaction Tech- 
niques?"}. 

Top Secret 

* You get 50 points for each brick you smash . . . try punching lots of different 
places, 

* There are several different ways eo get an extra Mario ... try to figure them out 
for yourself. 

* At the end of an area (after you jump onto the fla&pola), fireworks may go off, 
and for each explosion you get 5GQ points. Tre reason the fireworks go off is 
a secret: see if you can figure it out. 



COMPLIANCE WITH FCC REGULATIONS 

Th is equipment generates and uses radio frequency energy and if not ns tailed and 
used properly,, that is, in strict accordance with the manufacturer's instructions, 
may oaus£ interference to radio and television reception, It has. been lypc tested 
and found to comply with the limits for a Class B computing device in accordance 
with the specifications in Subpart J of Part 15 of FCC Rules, which a^e designed 
lo provide reasonable piotection against such interference in a residentia' insta - 
Eat ion. However, there is no guarantee that interference will not occur in a parti- 
cular installation. If this, equipment does cause interference to radio Or television 
reception, which can be determined by turning the equipment off and on, the* use? 
is encouraged to try to correct the interference by one or more of the following 
measures! 

— R eor lent t he rape i v i ng a n terms 

— Relocate the NES with respect to the receiver 

— Move the NES away from the receiver 

— Plug the NES into a different outlet so that computer and receiver are on dif- 
ferent circuits. 

[f necessary, the user should consult the dealer or an experienced radio/television 
technician for additional suggestions. The user may find the following booklet 
prepared by the Federal Com muni tat ions Commission helpful: 

How to Identify and Resolve Radio-TV Interference Problems. 

This booklet is available from the U.S. Government Printing Office, Washington, 
D.C. 20402, Stock No. 004-000-00345-4. 
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9 D-DAY LIMITED WARRANTY NINTENDO GAME PAKS 


fiC DAY LIMITED WARRANTY. 

rii nc*ti<ki frl Antrim int. I'Ti nienc.5o"i -in la the origins 

ri>n SSJ mp r ■ 1 1 ; r r 1 1 r yi r 1 : 1:11 1 1 - I'Jinri-'i-iHn- Vimm Puk : ‘FA.K j | r- •: i i 

mcliiG T 3 Gene Pak Acuiiaricii v Motor Accessaries! shall tt- 
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Tu rsrtfllYe ih s warranty serving,: 
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REPAIRS AFTER EXPIRATION 3F WARRANTY: 

|r the fAK ot^lopsa problem alier the 90-dav •nurranyof orS, 
you n i.-.y III’ 1 1 : ■ : I : H f-jar lm;i;'o Ci:> ...n:'. r *ibr'.‘i: n ISrpa- hnarit 

at rhe phone' .■ jmlxr noted eberre. it lhu Nmiendo servee tech 

r id H n r. ; 1 1 1 H : : 1 1-| lu -u.. vt- !i . 1 1 :L i I -I ! pli urH , r • : n'ny pr: I ■ 

you uutha Hgturn Aurhorizanion number .-nay -;hnn rKcrd 
ihi? uumLiir on Lhe tois .h patka^ing ol iha rMasi.vb PAK mu: 
return the detectim f'AK "tegh: orepaid :c Aiipiendb. exiot n® 

u uhet’: d" rn I :■ ;ury :j I il iv l:n ^'DriD ;iH7Hiilr -u H-i - -il i n- - ■ lif 

Atveriti nc. Nlmondo yyjil, nr is Optra in, sunico: to the tone- 
lipms aiv-r.r 'Hpnir r-r TAK ru iv bull h n iik.vo‘ r h lib ir+H 

PAK. I refilaenmanr »*<s are ist available, the center >•: PAK 

h« ' H r 1 1 r n I I .-.up hi 1 £l.fi fift py'Ymynr rr Hi. nrlH-n 
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SJINETY DATS FROM THE OATE OF PURCHASE AMD ARE 
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P 0. Box 9 5 7, Redman d . WA 9 S 0 52 USA. 


■^iNT^D. IN jiPih 


